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Abstract 
 
Nowadays, the young people are not interested in the local culture as 
a “wayang” puppet. This condition threatens the extinction of some of 
the local culture that should be a mainstay of the industry entering an 
era of creative industries. On the other hand, theyare more interested 
in playing computer games as changing of people's lifestyles. It 
becomes our basic idea to produce a game as a creative product. The 
genre of this game is fighting-adventure.  This game depictures a 
story of fighting between the baby Tetuko and giant Kala Pracona. 
The game uses Kinect and 3D platform technology to attract more 
players to feel their adventures. With Kinect technology, the player 
can control the character with his gesture. Thus, this game will 
increase the awareness of young people about the culture of Wayang.  
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1. INTRODUCTION 
The “Wayang”puppet is a local culture that grows from generation to 
generation as part of Indonesian society. Puppet is a culture that consists of 
art, music and performances. Because of the two reasons above, the puppet 
can be one of the promising products in the creative industries in line with 
what is expressed by Marie Elka Pangestu [1]. 
In the story of Wayang, there is a famous figure. He is Ghatotkacha or 
Gatotkaca in Indonesian Language. Many people are familiar with this figure 
because he is strong and he can fly to the sky. Many young people do not 
know the story of Ghatotkacha's childhood. We conducted a small survey to 
find out how much the younger generations know Ghatotkacha figures. Our 
respondents were 20 students as a representative of young people on 
campus and the school. We asked about Tetuko, the childhood name of 
Ghatotkacha. It turned out that 19 of 20 respondents did not know this name. 
This survey suggested that the culture of the puppet is not attractive to young 
people. It is our concern to try to make a product with Wayang background. 
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